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INVASION OF BORDER TERRITORIES 


[The following article was trans- 
lated for us by Mr. I. Mitamura, of 
Otsu. City, Vapan, . frow. @ Lecture de- 
livered by Mr. Kajiwara, a master of 
the sixth degree. ] 


The formation and the invasion of 
large border territories are difficult 
subjects to discuss, because of the 
many possible initial positions. We 
confine ourselves to the question of 
invasion and subsequent defense. From 
this the reader can deduce how best to 
fortify his territories in anticipa- 
tion of such invasions. 


Part One 


Invading Plays Starting at Kata 
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Diagram 1 A 

It is necessary for White to inter- 
rupt the expansion of black's large 
territory before further consolidation 
makes such an operation too difficult. 
Occupying the point diagonally adja- 
cent to the black outpost is the best 
and customery first play. °1 D9 there- 
fore suggests itself. 


vised to play °2 C9. 
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After °1 D9, the play °2 D1O looks 
attractive - in general we choose not 
to be cut off from the center, and a- 
void building long chains on the third 
line. °2 D10, however, leads to the se- 
quence shown, and when we essess the 
situation we find that B labors under 
a double disadvantage: 1. The black 
C10 - D1O stones cannot make territory 
to the north because of the strong sShi- 
mari in the D16 corner; 2. The white 
D9 - GO chain is in position to sup- 
port an invasion of the south border. 

Suppose, instead, White had started 
with °l1 J4. The sequence would be sim- 
llar to that shown in Diagram 1 A - 
thus °J4, °K4, °J5, °He. Now the °K3- 
*K4 stones look toward the °03 stone, 
and a white invasion at M3 is no long- 
er feasible. The strengthening of this 
black group more or less compensates 
for the white invasion. Thus we see 
thet °1 DO is more promising than °1J4. 
Before adopting the Kata play, there- 
fore, the player must consider whether 
doubling of the attacked stone will re- 
sult in a new advantage sufficient to 
offset the loss suffered. 
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Diagram 1 B 
As shown in Diagram 1 A, °2 D10O was 


ineffective because of white's strong 
corner position. Hence B is better ad- 
The order of W's 
carefully noted: if 
°7 D6, then the sequence °8 C6, °9 E5, 
°10 R4 is favorable for B: With °13 
G4, the invading play is finished fcr 

(Continued on following page) 
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Invasion of Borders - cont'd 


the present. White's center influence 
is strong and the black south border 
position is much lower. 
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Diagram 1 © Diagram 1 D 
Diagram 1 C 
This diagram illustrates the se- 


quence resulting from black's choice 
of °8 D6 in place of the connection at 
D4. Apparently °19 F6 is not a connec- 
tion, - but the’ ‘potential. °H5-: counts 
heavily and the white stones are not 
cut so easily. W is playing within the 
influence of the black stones; under 
these circumstances he should defend 
"lightly" - as with °19 F6..This light 
touch is of prime importance when in- 
vading large border territories.(Some- 
times, of course, afirm connection 
must be established to avoid being cut 
to pieces. Circumstances alter cases!) 


Diagram 1 D 
Observe the ill effects of °3 D7 
instead of °3 D8, as played in Diagram 
1B. After black's correct play °4 EQ, 
the continuation to °12 C7 leads W to 
a net gain of zero. °3 D7 simply asks 
for -Too..imuch. 
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Diagram 2 


There are three reasons why °J4 is 
the best attack against this position. 

1. B's K3-K4 strength is of little 
value because of W's N3-Q3 position. 

2. B- cannot further extend his al- 


peady large territory. 


3. W has a chance to invade at D/. 
°5 J7 is a calm play, and should 
the situation in adjacent areas war- 
rant, a line.such as °5: K5,.°6 M4, . °7 
MG, *6cli47 °9 (04, °10 05,! “1 -P4,* ie 


M3, °13 N2, °14 N6, °15 M7 may be used. 
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Diagram 3 A 


White's invasion at Kata (J4) works 
very well against this territory be- 
cause black's initial placements were 

(Continued on page 37) 
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GO-SEI-GEN - FUJISAWA MATCH 
Game 3 


by Koshi Takashima 


This is the third in a series of 
ten games between two ninth degree mas- 
ters - the first such match in history. 
Master Go-sei-Gen won the first game, 
and Master Fujisawa the second. 


Played in Tokyo, January 1952. 


Black: Fujisawa 
White: Go-sei-Gen 
Black White Black White 
1 Q16n D17 51 Piz R17 
3 Q4 D3 53 RLO Q17 
5 D115 C6 55 018 P16 
{°SL7 E18 57 O17 $16 
9 E16 F17 59 815 S17 
11 F18n G18 61 R14 Q18 
13 D18 F19+ 63 P15 54 
py Oly F16 65 85 D19 
LT. RLO 03 67. C18 D13 
19 Q6 K3n 69 Dlin- E15 
el N17 Cle 71 D16+ D14 
23 El4n FL5 73 Cll Bl4 
25 D5n Cs 75 C8 C7 
ef D4 C4 Tf C15 Cl3n 
29 E3 De 79 E8n E6 
S31. BS E7 81 G8 G7 
35 HS G6 83 Glen F13 
35 H5 Qe 85 E12 E13 
37 M3 J4 87 H7 Ml6n 
39 H4 K6 89 N15 F112 
41 H6 N4 91 Q3n De 
43 C14 L17 93 M4 H8 
45 Een O7 95 K5 J5n 
47 Q8 R3n 97 G9 da 
49 R4 P18n 99 J8 N5n 
°1 - °4. The Masters have reversed 


roles in this opening - that is, Fuji- 
sawa generally uses the "classical" Ko- 
moku plays, whereas we have come to 
associate Go-sei-Gen's name with the 
"modern" 4-4 point opening. 

°11 F18. B had two choices: F18 or 
D18. The former takes the corner, the 
latter seizes outside influence. The 
sequence would be °11 D18, °C18, °F18, 


°D19+, °G17, planning to capture the 
white stone on F17 in shicho. B would 


not have this option if there were a 


32 


white stone at Q4. 

"20. K3’. If “20 O17): then .°2k-K3. 

°23 E14. Fujisawa thought for one 
hour before playing here. 

°25 - °35. B has made a consider- 
able dent in the white territory. 

°45 E2. Fujisawa said his first im 
pulse was to play °R16. After an hour 
and a half's thought, however, he con- 
cluded that it was wiser to make his 
group in the southwest safe, in prepa- 
ration of an attack on the west border. 


°48 R3. This play is sealed; the 
end of the first day. 
°50 P18. With this beautiful inva- 


sion W proceeds to occupy the third 
corner. | 

°68 D13. W apparently anticipated a 
black reply at Dil4, to be followed 
with °F1l2, thus entrenching himself 
more firmly on the west border. As it 
turns out White would have done better 
with °68 E12. 
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GO-SEI-GEN - FUJISAWA MATCH 


°69 Dll. B's last chance to invade- 
after °D1l4, and °F12, uchi komi would 
be impossible in this area. 

°78 C13. An important point for W, 
lest B get his connection with °Cll. 

°79 - °81. Threatening to connect 
with the black stones to the south, 
and simultaneously cutting the white 
corner group off from the center. 

*83 - °85. B strengthens his invad- 
ing stones, but at the expense of 
building up the adjacent white group. 


B took 50 minutes for °83 G12. He want- 


ed to play at F13 instead, but decided 
it would be too risky. | 

°88 M16. <A good play. A threat to 
rescue °P16, and a prevention against 
a black extension to L16. 


°90 Fl2. The second day is ended 
with this sealed play. 
"91 Q3. If *91 Fll,. then °Gll,- a 


displeasing prospect for B - hence the 
tenuki. 
°96 J5. If °L5 instead, then SIA! 
°100 N5. This play is necessary, or 
else °P2. (See Figure 1.) 
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Figure 1 

Black White Black White 
101 Ll4n shag 137 BLO Ale 
103 T6 74, 139 AlO E11 
105-56 K8 141 D9 B9 
LOT Pen H9On 143 C10 D12+ 
109 J9 H10O 145 Pll B10 
111 Glo JLO 147 F8 C9 
LES KO Jle2 149 DLO D8+ 
£25. SLL Hil 151 EQ $3 
117 Hle Ki1+ 153 N6 M5 
119 Gll Jlits 155 L15 H15 
121 K9 JT 157 FLO B2 
123 Lil J13 159 E5 L13 
125 M10 B8n Lod KF K16 
127 Hi4 J14 163 L16 M12 
129 G14 J 165 El2e+2 H1l1i+ 
131 Fl4n J2 167 O10 L18 
133. He Ke 169 K18 J17 
L35- Din Blin 17 gle H18 


Black White Black White 
173 M18 Ni3n 187. El PY 
175 BLS Al4 189 G13 AQ 
L777 ML7 Pie Tol; TI6 O19 
L179 Q1il en 193 ElOn Ble 
181 Hl J3 195 Ele+ 7 
183 06 Ni 197 Bl3 A13+ 
185 Al5 G15 199 Pen Ps 


°101 L14.A good double-purpose play: 
it threatens to catch °H8 in  shicho, 
and strives towards occupation of the 
center. 

°107 T2. B made this play on the 
spur of the moment - it is a costly 
mistake! Had he played °K9 instead, 
the game would have been his. 

°108 H9. Master Go-sei-Gen quickly 
takes advantage of black's error and 
starts to run out °H8. In the ensuing 
fight B does not find the tempo to fol- 
low up his attack at Te. 

°126 BB. W studied the situation 
for an hour before selecting °B8.(°K15 
or °L15 were appealing alternatives.) 
His choice was a wise one; for if Bis 
permitted to play B8, he is safe in 
this area, and W cannot get sufficient. 
compensation elsewhere. 

°130 J15.If instead °F14, then °J15 
and the white center chain is lost! 

°131 F14. This cut isolates’ the 
white stones on the upper west side, 
and shortly both players engage in a 
mighty battle to see which of the sev- 
ered chains will survive. | 
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by Koshi Takashima 


°135 Dl. B assures this group of 
two eyes. 

°136 Bll. The semeai foreshadowed 
by °131 F14 now begins. 

°174 N13. It is better to invade 


the black territory than to capture 
the three stones on the north border. 
rae MAT? “Li, "3194. “Ns. 


°193 E10. Now we have Ko in earnest. 


However, the Ko is in black's favor 
because the white group can be reduced 


to one less liberty. This is called 
Yose Ko. 

°199 - °201. Black manufactures Ko 

threats. 

Black White Black White 
20k. QL Re 233 B1l3+14 P6 
203 All Bl1i+ 235 L8 L1LO+4 
205 02 Ne 237 A3 A4 
CO7 E1l2+ N1O 239 Q7 PS 
209 NI Ell+ 241 N8& Q13 
ei. N3 O1 243 R13 Qle 
213: Ele+ Nil 245 R12 C19 
215 O09 EBE1li+ 247 B19 E19 
217 D6 D7 249 B18 Frid 
219 Hle+ G5 251 P10 M14 
Cel G4 E1li+ 253 M15 P14 
ee GS Ce e255 Ql4 014 
225 Ele+ M9 257 Li M6 
227 MS H1l1l+ 259 P4 O04 
229 B3 B4 Sol dl Ki 
231 Ele+ LO 263 K14 Q5 


Black White Black White 
265 R5 P8 af OL1 O12 
267 PY DL A eo Q19 
269 T15 O15 e779 O19 J19 
PTL, Oot: K13 281 L19+2 #8 N14 
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°232 LO. At this point B had only 
two minutes of alloted time left and 
therefore ends the Ko with his next 
play. 


The score is Jigo, or draw. 


Invasion of Borders - cont'd 


poor. °K3 - °N3 is too tight a forma- 
tion, and the °K4 reinforcement of 
°K3 therefore yields little compensa- 
ting gain. °2 J3 is correct - °2 K4 
leads to the unattractive, over-heavy 
position of Diagram 3 B. °4 L5 is us- 
sually played instead of °4 K4, and is 
answered with °5 J7, which suggests a 
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future white invasion at C7. After B's 
turning play.*4 K4, -.°5 66 - eand./ °7.G7 
are essential, but now it is even more 
probable that White will invade at C7. 

We may, then, recapitulate the rea- 
sons for playing at Kata to reduce a 
large border territory: 

1. The play at Kata is by its very 
nature a strong and powerful stroke. 

2. If the Kata point has been prop- 
erly selected, the defending player 
will not get much compensation from 
the doubling of the attacked stone. 

3. (0 ts ususelly .not- ditficuit te 
lead the attacking stone out to safety. 

4. In the course of the subsequent 
leading-out play, the attacker can set 
the stage for a later invasion at some 
other point in the border territory. 


To Be Continued 


RYUTETSU - 


This game,which comes to us through 


the courtesy of Bruno Ruger, was start- 


ed on September 11, 1814 and completed 
after many interruptions, on January 8 
1815. Jowa later became the greatest 
master of his time. 


Black: Fukubu Ryutetsu 

White: Jowa 
Black White 
1 R16 2 D1T 
3 04 4 Q5 
5 Q3 6 R3 
tohe 8 R4 


°9 P2.This well-known Joseki was ap- 


parently already in use 150 years ago. 

°10 P17. A later classical player 
would have continued with RQ or R1O. 

*11 Q15. W is now forced to make a 
protective play around his R4 stones, 
lest B attack at RS or RQ. White would 
then have to run with his threatened 
stones, permitting B to play Qll, or 


thereabouts, and stake out a large ter- 


ritory on the northeast border. 

°12 Rll. Prevents the B attack at 
R8 or R9, while it also threatens to 
confine black's group in the northeast 
corner. Herein is shown the hand of 
the master, that his defensive plays 
act simultaneously as attacks. 

*13 016. Also defense and attack. 


°14 N17. The usual answer. Had W in- 


stead played °017, B could attack fur- 
ther through °N16, thus strengthening 
his expansion toward the center even 
more... 

°15 N4. B herewith secures his po- 
sition around R4, and prepares for an 
attack between °Q5 and °R1l1l. The be- 
ginner all too often rushes to attack 
without the necessary preparations. 
For example: it would have been incor- 
rect for B to play R7, R& or RQ before 
N4; White would have answered with 05. 
Were B then to protect his stone (R7, 
R8 or RQ), °N3 would confine B in the 
southeast corner. Black would thus be 
forced to build eyes in the corner at 
once, giving White sente. 


JOWA GAME 
“ 16 Q8 
17 G1id5 18 E3 
°19 H3. A very effective play. 
- 20 C8 
el D3 eo: Gil 
°22 Cll. It is now obvious why W 


Played °20 C8, not the more usual °C7, 
followed with °22 C10. B's defense has 
been made much more difficult. 
23 Gif 24 E16 

°24 E16. Had B played here, W would 
have been confined to the northwest 
corner.°24 B16, however prevents this, 
at the same time being a strong attack 
on °17 and °23. 

°25 L17. Generally G17 is protected 
by a plsy at K17, but in the present 
situation °L17 is better because it is 
also an attack on the whites around 
Ni? . 

°26 N16. W now threatens 
between °23 and °25. 

°27 L15. Foils the opponent's 
and continues the attack on hin. 

°28 R17. W had the option of run- 
ning his stones out, playing °N14 for 
example, but this would have encour- 
aged B to answer at °Q17, making his 
corner safe, while W has no eyes as 
yet around N17. 

29 S17 30 $18 

°30 $18. A surprising counterattack. 
Most players would have played °R18, 
but the master calculated further. 


to play 


plan 


3h O27 32 R18 
33 Q18 34 P18 
35 P19 36 $16 
37 S15 38 T17+ 
39 O17 40 019 
£1 O70 42 P16 
43 018 44 015 
45 N19+ 46 P15 
47 Q16 48 M15 
49 N14 50 N18 
51 019 52 N15 


°53 M18. It is necessary that B con- 
nect his two groups in this way; if W 
plays at M18, B would be in difficulty 
with his stones around Q16. 


°54 L114. W threatens to continue 


by Bruno 


with °L16 and °K16. 
ao KAS 56 Q14 
57 R14 58 Q13 
°59 M14. The decision on this play 


could not have been easy. It prevents 
W from forming a large territory here, 
but if W pursues the two black stones, 
the ensuing complications may be such 
that even a’master cannot predict the 
final outcome.: 

°60 L13. A very effective play: in 
the first place it strengthens °L14;it 
also threatens the two black stones 
M14 and N14; finally it prevents °P14, 
which now would fail because of W's 
answer 014. 

61 013 62 P13 

°63 N11. B would have prefered at 
this time to play at E4, but then W 
would have surrounded the three black 
stones around N14. W is quick to rein- 
force his weakest position with 64 E4, 
64 E4 

°65 D5. Were there no white stone 
on C8 (or in that neighborhood), Black 
would play the customary °65 D6. In 
this case, however, °D6 would be a 
poor choice, because W could advantea- 
geously reply 66 D5. 

°66 H5. The usual continuation. W 
strenghtens his stones at E3 and E4 by 


means of an attack oh the black stone 
at H3. | 
°67 J5. B could also have defended 
with 67 K4. 
~ 68 J6 
69 J4 70 K6 


°71 L1O. B must take steps to in- 
sure the life of his stones around Nill 
which are already threatened by °68 J6 
and °70 K6. Beginners usually recog- 
nize such dangers too late. 
°72 L4. White threatens the three 
blacks around J4; Black answers with a 
counter-attack. 
73 H6 {4 E5 
°75 H7. This play simultaneously at- 
tacks White around E4 and around K6. W. 
answers by first attacking the corner. 
- 76 D4 
tt G3 73 D6 
°78 D6. W dare not let B play here; 
his stones near E4 would be endangered. 
°79 G5. Necessary. If W has opportu- 
nity to play here, the black stones a- 


ie 


Ruger 


round K4 may not live. 

| SO C5+ | 

°81 E2. If B omits this play there 
would follow: °E2, °D2, °B5, °B4, °Be, 
and the blacks in the corner are lost, 

°82 N6. W must now play to save his 
three stones around K6. °82 F2 would 
be poor, for after °D2, White would be 
forced to make the F2 stone secure by 
playing G3 or some similar move (other- 
wise B plays F3) and Black would have 
sente to proceed with M6 or N6 against 
the three whites around K6. 

°83 Pll. Somewhat strengthens B's 
position here, and prepares for a con- 
tinuation at Q1l2, to confine the white 
stones around P16. 

°84 M12. A counter stroke. B can no 
longer play Q12; White would reply N13 


and conquer the blacks around M14 by 
pressing on with °014 or °012., 
85 012 86 Q11 
°86 Q1l1. Black can no longer break 


through at Q12, for White would first 
attack with °R12, and then connect his 
stones by means of °R13. 

°87 PQ. This threatens an extension 
along the south border and a connec- 
tion with °N4. It also prevents W from 
extending to Mll and (after °M10) cut- 
ting at °N10, since this stone would 
now be captured by °N9. 
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Ryutetsu - 


°89 F15. B would like to continue 
with E15, and thereby confine W to the 
corner.Although the white stones would 
live, they would enclose very little 
territory. B's play also endangers the 
white group around L13, and White must 
first secure himself against this men- 
ace. 

°90 J11. This double-purpose play 
reinforces W around L113, and threatens 
the blacks around Nll. ) 

°91 08. A play by W at J14 would be 
a sufficient defense against an at- 
tempted breakthrough at Kl2. 


= 92 OT 
93 N8 94 K9 
°94 KO. Hinders B from connecting 


his L1O and H7 stones. 

"95 E15. After this W must protect 
against °B17; the white stones around 
D17 would be lost and B would have a 
very large territory here. 


- 96 C16 > 
97 K8 98 L9 
99 L8 100 M10 
101 M9 102 K10 
°103 P7. A sacrifice stone which 
makes possible many attacks. 
- 104 Q7 
105 P6 106 P5 


*107 R1O. If White were to cut this 
stone off by playing Q10 he would suf- 
fer a great loss through the following 
sequence: °Q9, °R9, °R8, °S10+, °Q6, 
PRT Ho, mots Os 

- 108 R9 

°109 M6. The black group around 012 
is sufficiently secured. B now threat- 
ens to play 06, leading to °N7, °N5. W 
answers with a counteroffensive. 


- 110 03 
111 04 112 M5 
113 Rl2 114 Q12 
115 Q6 116° P10 
°116 P10. If W instead played °116 


R6, there would follow either: 

CI), PSO. O10, — 709," 289.> “Re,.; So; 
*R7+3, °S7, °05, and the whites around 
M5 die. | 

(2) *S10, °S11, °Q10, and the white 
group around P16 dies. 

Li7 06 
119 N/7+ 


118: 05 
120 N5 


°121 R6. Now the white group around 
40 


Jowa Game 


05 is endangered. W answers first with 
an attack on the black corner. 
= 122 02 
°123 010. Strengthens the black po- 
sition and again presses W around P16. 
- le4 R13 
°125 P4. Endangers the whites at 02 
and 03. 
- 126 M3 
lev se 128 M7 
*129 L7. B plays here to prevent W 
from making eyes. 
~ 130-83 
13k Te Lse:'s 
°132 P3. A tit for a tat. W hinders 
his opponent from making eyes in the 
corner. 
133 Q4 134 R5 | 
°135 S7. A strong attack on White 


around P16. It is astonishing that W 
does not answer it. | 
mo 136 L6+ 
137 313 138 812+ . 
139 S10 140 Q10 
141 89 142 T1L3 


°142 T13. Now one sees why W didn't 
answer the dangerous °135 S7. W hopes 
to win the Ko fight which has arisen. 
B dare not close with °S14, for then W 
would connect through °T15. 

143 T14 144 S14+ 

°145 L2. Threatening a breakthrough 

with °N3. Black would live in the cor- 
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89 - 145 


by Bruno Ruger 


ner, and all the white stones in this 
area, would be annihilated. 


2 146 M2 
147 $13+ 148 S8 
149 T8 150 S14+ 
151 L3 152 M4 
153 813+ 154 014 
155 N13 156 S14+ 


°157 S5.* White cannot take at 1T15; 
Black would answer at T3 and kill the 
white group around N5. 
- L568. JS 
159 813+ 160 F2 
°160 F2. A very far-sighted play. 
°161 T12+. Now the 26 stones around 
Qll are lost. White must prove that 
°160 F2 was really a strong threat. 
°162 D2! This captures not only the 
black stones in the corner, but also 
those around J5, for which B, however, 
still fights tenaciously. 
°163 J2. B's immediate effort is to 
make eyes. 


a 164 K3 
165 Ke 166 Ge 
167 J7 168 K7 


°*169 M8. Will it be White or Black 
that lives on the southeast border? 


°170 H8. If W instead plays T3, tak- 


ing the black stones in the southeast 
corner, the whites around N5 would 
live, but then B would have opportuni- 
ty to play G9 or similarly, and he too 
would survive with his stones around 
J5. It would then be Black's game. 
°171 Q2. Before B can effectively 
proceed against W around N5, he must 
first make himself secure in the cor- 
ner. °T3 or °Pl will do the trick. 
“= 172 G7 
173 G6 174 G4 
°174 G4. Converts H5 into a false 
eye. 


175 H4+ 176 K4 
a ly gt GL d 178 G& 
179 F6 180 H2 
181 J3 182 K5 


°182 K5. Herewith W gets one eye, a 
great advantage in such a fight. 


183 F8 184 F9 
185 E9 136 FLO 
187 E8 188 E10 
189 Cg 190 BY 
191 D9 192 N3 


~°192 N3. W plans to make safe with 
N1; naturally, B must prevent this. 


193 Nl 194 01 

195 M1 196 Ll 

197 B10 198 B8 

199 C10 200 B11 
OOOO 
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146 = 200 
201 All 202 Ale 
203 Dili 204 D1O 
205 AlO 206 B13 
207 C13 208 Dl2 
209 Ell elo Bl4 
ell Bld ele C14 

°213 H10. B threatens to play °G9. 

214 G9 

2l5 Wik 216 Gil 
217 E13 218 F13 
219 D13 ceo Dl4 


°220 D1l4. It takes the greatest con- 
centration on W's part not to let B 
escape. Were it possible for B to kill 
the white stones around Al2, B would 
of course be safe. 

°221 E12. B threatens to play B12. 


- eee Ble 
223 JY cet GLO 
2e5 Gle 226 Hill 
2ef D15 228 B14 
229 G13 230 F14 


°531 G14. It is best for B to aban- 
don the seven stones around F12. °231 


Al 


Ryutetsu - Jowa Game 


F12? then °232 G14, giving W breathing 
space, and a possible extension from 
H14 to H16. °231 G14 however, blocks W 
off, and opens the way toward capture 
of the three whites in the corner, 
which, if successful, would still give 
Black a chance to win the game. 


= e232 Fle 
233 Blo 234 FLY 
235 Gis 236 B17 
237 F16 238 F18 
239 Als 240 G16 
241 H16 242 Al7 
243 C18 244 D18 


°244 D18. Had W instead played C17, 
B could capture the white stones with- 
out a Ko fight. 

245 CLT 246 B18 

°247,C019. If °247 DLG+, then °C19, 
°C16, °Al5 and B could not answer Al6, 
because of °G15. The meaning of °240 
G16 now becomes clear. 


vs 248 D16 
249 B19 250 Al9+ 
°250 Al9Q+. The life of the whites 
depends on the outcome of this Ko 
which is worth 35 - 40 points. 
2A es 252 F4 


°252 F4, If W permits this stone to 


be taken, his stones around N5 will 
die before the blacks around G6. 
253 Al8+ 254 L18 


°255 M17. W threatened to play M17, 
soon to be followed with °T15. This 
would have been an even more dangerous 
Ko; some of the black stones around 
P19 would have been captured, and the 
whites around P16 freed. 
256 A19+ 
ee OT 258 B6 
259 A18+ 260 M11 
°260 Mll. Probably the strongest 
play on the board for White, and is of 
significance in connection with the 
threatened Ko at T16. White must be 


confident of the outcome of the game, 
or he would have played °260 T16. 
261 D7 262 B7 
263 E6 264 D8 
265 A16+3 266 J14 
°266 J1l4. And still W takes’ the 
risk of a Ko fight at T16! 
°267 T16. This starts the third 
thrilling Ko in this tense game. The 
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victor of this fight will be the win- 
ner of the game] 


“ 268 T15+ 
269 C2 2f(O0 E1l+ 
271 T16+ ofe Vik 

°273 S17+. B cannot play T13; W's 
reply at T15 would be crushing. 

- 274 T13+ 
ef5 S814 276 S16+ 
TT “Di 278 Cl+ 


°278 Cl+. Naturally W must not per- 
mit °EO+. 


279 S17+ 280 T3 
281 Pl 282 S16+ 
283. Bl 284 BA 


°284 B4. Were W to play D1 instead, 
Black would answer with A2, and live. 


285 817+ 286 R1 
287 Sl 288 $16+ 
289 Ki+ 290 HL 
°290 Hl. If instead °T15+, then 


°T13+, °T16, °S4; the whites would die 
sooner than the blacks around F7. 
ec91 S17+ 292 R8 
°292 R8. B has to answer, lest °T9, 
*T10+, °S11 and W saves all his stones 
here through the capture of the three 


blacks. 
293 T9 294 $16+ 
295 Dit 296 E2 
297 S17+ 298 09 
°299 S11. Prevents White from mak- 


ing an eye at Rl2. W threatened, for 
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201 - 300 


by Bruno Ruger 


example, °T6. The blacks around Q6 are 
in a tenuous situation. 


2 300 S16+ 
301 B3 302 A2 
303 517+ 304 Q9+ 
305 N1O 306 N12 


°306 N12. If B replies by taking at 
T18, then °P12, °011, °M13, and Black 
cannot close. at N9, because °07+19! 


307 M16 308 P14. 
309 NQ 310 S16+ 
Slo. 312 Lll+ 
°312 Lll+. If W lets his three men 
be taken, he loses the game. 
313 S17+ 314 M13 
315 M6+ 316 S16+ 
Sly T4 318 M7+ 


°319 S54. Were W to play P12 now, he 
could save his stones here, but would 
lose the game, because B would then 
kill the whites around N5, and so save 
his own stones near J5. 


347 J16 348 Al4 
349 J13 350 K14 
35) J22 352 Klet+ 
353 “R19 he DLO 
°354 S19. The mighty battle is at 
an end. White has won with 11 points. 
OO}]OS® BOO OO OOOO 
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~ 320. dil 
321 Ll 322 F3 Se 
323 H5 324 AQ 
325 Ne 326 F5 EOOSOOO 
327 S1li(+ 328 T6 OE  RPGOOSLS US... 
Je0 Tf : 330 S6 
°330 S6. W has so many Ko threats, 200. S54 

that he can afford this play, instead 

of the immediate 516+. Such a match can hardly be called a 
Boi Tore 332 S16+ game; it is more truly a work of art. 
333 M6+ 334 E7+33 The world will never tire of the exqui- 
335 S1T7+ 336 S6 site airs of a Mozart, nor will the 
337 T6+ 338 S16+ canvasses of Rubens be without their 
339 Tle+ 340 T15+ admirers; so also will such play be 
341 Rle+ 342 M7+ timeless, and the delight of genera- 
343 P9Q+ 344 T16 tions of Go players to come. 
345 S12 346 J15 

PROBLEMS 


Problem 1.Black to 
play and kill. 


—- ti WwW &B th GO = 


play and kill. 


Problem 2.Black to 
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Problem 3. White to play and live. 


Solutions will be found on page 48. 
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EVEN GAME FUSEKI STUDIES 
by Honinbo Shusai 


Maneuver Fifteen 


Black White 
1 R16 2 D16 
3 Q3 4 P17 
5 C4 


B strives for a solid foundation by 
occupying vacant corners with 1, 3 and 


5 - all three at Komoku, the 3-4 point. 


6 R5 
~ Q15 
This serves 
gainst \4, and. °6. 


as a double threat a- 


8 E3 
W usually plays R9, R1O or R11 here 
as a defense against °7. In this case, 
however, W allows B to complete his 7- 
9 scheme in order that a W post may be 
established in the southwest corner. 
oY 
With this one placement Black has a 
squeeze-attack against °6 and a maxi- 
mum extension from R16 - Q15. 


10 D6 
ll E4 
*11 could be played at D5, C5 or C6. 
' le D4 
13 D5 14 D3 
15265 


°15 E5 would be a serious mistake; 
the presence of °4 P17 in the north- 
east corner makes it impossible for B 
to capture °10 D6 in shicho. 
16 E5 
17 E6 
A black extension to F4 could easi- 


ly lead to endless complications and 
should be avoided. 
18 F4+ 
19 FS 20 C3 
el E4+ 22 G5 
23 E5 24 G4 
25 C9 
°25 is a customary placement in the 


localized Joseki.Viewing the situation 

as a whole, in this particular maneu- 

ver B may afford tenuki here in order 
to operate on the south side. 
26 03 

°26 could also have been played at 

N3. If B answered with °27 P4, then W 


44, 


would have a choice between °28 N5 and 


S3. If °28 83, one natural sequence 
could be: °29 Q6, °30 R6, °31 Q7,. °32 
565°.-°33 89, >. 34 RG, . ~35.-085." 396.82, 


°37 P10. The student should take care- 
ful note of °36 and °37. 
27 O04 
The alternative was °27 P4, °28 04, 
°29 P5.Further discussion can be found 
in Joseki studies. 
28 N4 
29 05 
If °29 P4, W could either extend to 
N5 or connect at N3. 3B would reply to 
°30 N3 by extending to 06;°30 N5 would 
be followed by °31 N3, °32 M3, °33 Ne, 
°34 M2, and °35 02. 


30 N5 
Or 30 P3, followed by 31 Q4. 
31. 65 32 N6 
33 R4 


Although W gained quite a bit with 
30 and 32, B's solid 31 - 33 counter- 
balances the W position. 
If W now plays °34 L17, it is advisa- 
ble for B to attack the corner with 35 
F17. After °36 E17, °37 F16, °38 D1l4 B 
can extend to J17.Should W play 34 KI17 
then B would immediately press at 016. 
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Honinbo Shusal 


MANEUVER SIXTEEN 


Black White 
1 R16 2 E16 
3 P16 4 R4 
5 C16 | 


*5 could have been played in the va- 


cant southeast corner. ; 
‘ 6 D4 


7 BLY 
°7 E15 would be just as good. 
8 F17 
9 DLT 10 G16 


Another Joseki sequence calls for 
W's connection at F16, followed by B's 
Kosumi at D15 and white's extension to 
K17. The reason for °10 G16 is that W 
wishes, in view of the °1 - °3 forma- 
tion in the northeast corner, to ex- 
tend a step further at L17. If W's ex- 
tension post should be below the star, 
at K17, B would be able to answer with 
a play at M17. In the present case, W 
has occupied L17, and aB play at N11’ 
would be too small and narrow for this 
stage of the game. W enjoys the future 


possibility of a further attack at O17. 


Tt should be noted that a one-point 
difference in width and narrowness has 
a great influence upon future develop- 
ments. 


in. PLS 12 F16 
13 Dak 14 L17 
5: ¥3 


Any of the four attacking plays can 

be used here: 03, 04, P3 or P4. 
16 03 

W is not limited to this play. He 
could play either L3 or M3. according 
to his own design. 

17 N4 

°17 is one of the variations of Ta- 
gaisen ikken basami. °17 05 or “17 Q5 
were B's elternatives. 


18 M4 
19 N5 
°04 can be played instead. W could 
answer °19 04 with either °R7 or °L3. 
20 03 
Ol P4 ce O04!) 
W's disregard of ancient tradition 


by pressing at 04 is certainly a4 new 
departure; usually W responds at R6 or 
aG oO. 


4) 


23 PSI 

A very interesting operation would 
ensue if B should check W's advance at 
05. W would cut at P5, followed by °25 
Q5, °26 P6, °27 Q4, °28 14. This devel-_ 
opment would favor White. 

24 05 
25 P6 26 06 
27 R6 

B has isolated W's lone post at R4, 
but there is still room left for W's 
operation based upon this stone. 

28 G4 

Guards against B's attack at °F3. 
The wide extension is made possible by 
the strong position to the right. 

29 C9 ) 

If B should choose to play this on 
the east side, he should play high, at 
Qll. Essentially, 28 and 29 are place- 
ments of great importance in control- 
ling the general situation. 


30 RS 
Threatening a connection via 56. 
31 Q8 32 Q9 
33 P8 


°231 and °33 interfere with W's de- 
sign and at the same time prepare for 
center field operations. 
34 RY 
35 RS | 
Even after °35 there are still some 
possibilities left for W in the corner. 
(Continued on page 48) 
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JAPANESE GLOSSARY 


Since one of our purposes is to en- several inches thick, with short de- 
courage the spread of Go, we would not tachable legs or feet. 
want to see American players peppering GOKEN. Five-point skip, or interval. 
their talk with Japanese terms to the GOTE. [trailing hand] The opposite of 
extent that new players would feel eente. Thus a necessary protective 
life was being made unnecessarily hard play to which the opponent need not re- 
for them. Nevertheless, it must be ad- ply, is Gote; so is an attacking play 
mitted that the terse Japanese termi- which is not enough of a threat to 
nology has many advantages, and a list force an immediate answer. 
of frequently used expressions is very HASAKU. Same as Ashida. 
useful to those who have access to Eng- HAMATE, [entrapping hand] 1. A maneu- 
lish language articles from Japanese ver by which the opponent's’ stones 
sources. For the sake of completeness are captured in the course of tactical 
and the benefit of beginners, even the play. 2. Unsound play which is hard to 
familiar Ko, Sente, etc. are included. refute - trickery, swindling. 
The literal meanings, when available, HASAMI. A squeeze attack. A play on 
are given in square brackets. the opposite side of an enemy stone, 

sandwiching it between two kindred 

ASHIDA.[the straps of the Geta] A play stones. Frequently specific, as "Nik- 
which traps an enemy stone or stones ken Basami - atteck two vacant points 
in a boxing-in formation. away. 
ATARI, [lightly touching] Position in HAZAMA. A gap or space. 
which one or more stones can be captur- HIRAKI.. An extension on the same line 
ed on the next play. Used as a word of from a kindred stone. Thus Black plays 
warning to the opponent; omission of Ikken Taka Hiraki when he replies °D6 
this politeness does not invalidate to a White attack on the °D4 stone. 
the capture under tournament rules. HONTE. Proper play, as opposed to Ha- 
BASAMI. Same as Hasami. The first let- mate. 
ter changes according to the last syl- HOSHI. [star] A handicap point. 
lable of the preceding word for the IKKEN. One-skip, or one-point interval. 


sake of euphony. ISHII... Stones. 

BOSHI. A capping play, confining from JI DORI GO. [ground-taking Go] The dep- 
above a stone near the border; for ex- recated style of play in which the 
‘ample, °K5 against °K3. players ignore each other by mutual 
DAI-DAI-GEIMA. The great knight's in- consent, and peacefully map out sepa- 
terval, such as K4 - 03. rate territories. 

DAME.[horse's eye] Worthless point be- JOSEKI. A correct or accepted sequence 
tween two groups. of corner play. 


DAN. Degree, of a master player. Thus KAGEME. [chipped eye] False eye - a 
Sandan - a third degree master. The point not completely enclosed, which 
higher the degree, the better the play- must eventually be filled when the op- 
er, ninth being maximum. ponent surrounds the group. 

FUSEKI. The opening plays of the game KAKARI. [hanging, related] Attack. Fre- 
in which the whole board is involved. quently made specific by combination 
Toe general concept of whole-board with other words: thus Ogeima Kakari 
strategy, as contrasted to Joseki (cor- is an attack made by playing a long 


ner tactics). knight's move away from the stone un- 
GETA. [the wooden clogs or shoes] Same der consideration. (Also, Gakari for J 
as Ashida. euphony as in Takagakari.) . 
GO-BAN. The Japanese board, usually lee Ad 
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Japanese 


KAKE.[cover up] An attack which press- 
es down on a stone - for example, a 
play at Kata against a stone on the 
third line. 

KAKE TSUGU. [a hanging connection] A 
close defending play which prevents a 
cut without actually connecting. 

KATA, [shoulder] The point diagonally 
adjacent ta and above a stone which is 


near the border. Thus J4 is Kata to K3. 


KEIMA. [the knight, or honorable horse 
in Japanese Chess] See Kogeima. 

KIRU. To cut the connection between 
two hostile stones or groups. 

KO. A repetitive situation involving 
the capture and recapture of single 
stones. 

KOGEIMA or KEIMA. A short knight's in- 
terval, such as K4 - M3. Thus the °F3 
attack on °D4 is Kogeima Kakari. 


KOMOKU. [the little eye] The 3-4 point, 


as 04 or D3. 

KOSUMI. A stone played on the inter- 
section diagonally adjacent to another 
stone. 

KYOKUMEN., The general situation or 
"status quo" prevailing on the board, 
particularly early in the game when 
things are still fluid. 

ME. [eye] Vacant point within a group. 
MEIJIN. [celebrated man] The highest 
degree of Go master. 

MOKU. Point or eye. (see Me). 


MOKU HAZUSHI. [the detached eye] The 
3-5 point, as ES or C5. 

NIDAN. Second degree master. 

NIKKEN. Two-point skip or interval. 


NOBIRU. To extend, by playing adjacent 
to a stone or line of stones, without 
any skip. 

NOZOKI. [peeping into] A play made in 
preparation for cutting the connection 
between hostile stones or groups. 

OBA. 
ties - the still-undecided area where 
the greatest possibilities lie. 
OGEIMA, A long knight's interval, such 
as K4 - N3. 

OI OTOSHI. The robber's attack - trap- 
ping a group by throwing ina sacri- 
fice stone which puts the group in 
Atari, ina situation such that when 
the sacrifice stone has been taken, the 


group is again in Atari and hence lost, 


Glossary 


The point of maximum potentiali- — 


OSAERU. [to press down] To prevent ex- 
tension by playing on the end of a hos- 
tile line of stones, without interval. 
OYOSE. The mid-game, or period of bat- 
tle which follows the Fuseki stage of 


the game. | 
OZARU. [the big monkey] The long- 
knight's extension on the edge in end- 


game play, as from 
RYO KAKART. Double attack - as for in- 
stance °F3 and °C6 against °D4. 

SANDAN., Third degree. master. 

SANGEN, Three. 

SAN-SAN. (or SAN-NO-SAN) The 3-3 point, 
as C3 or R17. 

SEKI. [barrier, impasse] 
in which two isolated groups remain 
alive only because they have mutual 
liberties. If either White or Black 
plays, his group dies. | 
SEMEAI. [mutual attacking] A position 
in which two contiguous chains are 
struggling to kill each other, the 
life of one depending on the capture 
of the other. 

SENTE. [leading hand] The initiative. 
Thus: "This play is Sente" or White has 
Sente, means "the opponent must answer 
or suffer a loss". Sente is relative, 
however - the opponent may seize Sente 
elsewhere on the board by threatening 
to take there more than he would stand 
to lose in the original situation. 
SHICHO. The ladder @ situation in 
which an inner chain of stones is con- 
stantly in Atari, the formation making 
&@ pattern like a flight of stairs. 
SHIKKEN. Four-point skip, or interval. 
SHIMARI. [a tightening] Two or more 
kindred stones played in a corner with 
the intention of securing it against 
invasion, or at least making invasion 
disadvantageous to the enemy. Thus we 
have Ogeima Shimari: two stones at 
Ogeima interval in a corner (usually 
one being at the 3-4 point). 

SHODAN. First degree master. 


pe to 15... 


A situation 


af 


SUTE ISHI. [thrown away stone] 
ficed stone or stones. 
TATGAISEN. Even-game, as against hand- 
icap. Thus, Taigaisen Fuseki is even- 
game strategy. 

TAKA GAKARI. [a high attack] Thus °F4 
against °D4 is Ikken Takagakari. 


pacri- 


Japanese Glossary 


TAKAMOKU. [the big eye] The 5-4 point, TSUME. An extension which approaches 
as EH4 or D5. close to hostile stones. 

TAKASHIMARI.A Shimari (corner closure) UCHI KOMI [Uchi, play; Komi, invade]. -—™ 
with two kindred stones on the same An invasion.A placement in the enemy's 
line, usually 3-4 and 5-4 (C4 and E4), territory or sphere of influence. 

TE. Hand or play. UTTEGAI. Same as Oi Otoshi. 

TENGEN, The central point of the board. YODAN. Fourth degree master. 

TENUKI. A play elsewhere on the board, YOSE. [finishing] The end-game. The 
having no particular influence on the small penetrations (and sealing off 
local situation which has been occupy- Plays) which follow the bigger Oyose 
ing the attention of both players. battles. 

TE OKURE. [slow hand] A wasted or un- YOSE KO. A Ko fight in which one of 
necessary play; a play which is not the two struggling groups is in Atari 


the best possible one. each time the enemy re-takes the Ko, 
TESUJI. Correct play or response. A whereas the enemy group has one more 
deft, clever placement. outside liberty. 


TEWARI., Proportional plays - that is, WATART. [to cross over] Connection or 

a play and reply which secure equal bridge between two groups of stones. 

advantages to the contestants. Frequently, connection by means of a 

TOBI. Extension with a gap or interval. stone played on the very edge of the 

Thus stones on C9 and Cll are Ikken board. 

Tobi, C9 and Cl2 are Nikken Tobi, etc. 

TSUBO, The bowl which holds the stones. Note: Just as initial letters may 
TSUGU. To fill a vacant point so as to change for the sake of euphony (see Ba- 
connect stones not solidly connected sami) so final letters may change to 

until then. indicate the tense of the Japanese 
TSUKE. To check extension of an enemy verb. Kosumu for example is found in 
stone by playing right along side it. some contexts - it is merely the pres- 

TSUKE TE. The "anlegen" reply - thus ent tense of Kosumi. 

°2 F4, in reply to the °l F3 attack on 

°*p4, is Tsuke Te. 
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EVEN GAME FUSEKI | 
Maneuver Sixteen | SOLUTIONS TO PROBLEMS 
(Cont'd from pg. 45) 


36 R12 Problem 1. °1 816, °2 R16,.°3 T16, 
3f EO °4 R19, °5 S19, °6 T19, °7 T17. 
Let us speculate on 38 and its pos- 
sible sequence. W may resort to the Problem 2. °1 Rl, °2 Sl, °3 T2, °4 


customary light invasion at Ell. B's @ o 2 e@ 

response °39 Cll can be followed logi- nee eo On, © oe 

cally by °40 G6, guarding the lower 

side. If W should protect the corner Problem 3. °1 A@, °2 C1, °3 Bl, °4 
at C5 instead of playing °G6, he would C2, °5 D1l+2, °6 C2, °7 B3, °8 C145, °9 
leave the lower side open for B's in- D2. (°1 B3 leads to Ko through °2 Bl 
vasion at °J3. °3- Cl and °4 A2). 


Now the majority of learners... are ally, some of them even boast of using | 
eager to take advantage of what they hamate. Their ideal of play is mean 
deem bad play on the part of their ad- and low, and gradually they fall into 
versary.This habit causes them to over- the way of devils. It must indeed be ™ 
look the more important question: the sorrowfully asked: where is the Para- | 
right timing of a stone as it would be dise of this art? [from Fuseki Tsuron 
played in a sound game of Go. And fin- | by Heijiro Hirose, 5th Dan] 


48 


